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VR Park, Shibuya
150-0042 Tokyo, Shibuya,Udagawacho, 13-11, KN Shibuya 1 Building
A list of available VR experiences can be found here: www.adores.jp The plan is to take detailed notes and later critique the experiences as a 
group. Ideas for how to do this have can be seen below and are taken from the work of Felix Scholder (IED Y2):
HTotti Candy Factory 
Walk from Shibuya to Harajuku 
150-0001
Tokyo, Shibuya shi, Jingumae
1 chome-16-5 Ryu aparutoman 
2F
Is this an immersive 
experience? 
How does it differ/similar to 
previous experiences of 
eating candy floss?
Record the atmosphere of 
Harajuku. What makes it a 
playful space?
Image: ROH
Pompompurin Cafe 
Harujuku
pompom.createrestaurant.com
The cafe is based on a 70s Sanrio character. While having lunch the aim is to pay attention to the different modes used to 
immerse us in the world of this dog. What "gains and loses" do we get from experiencing the character in this way?
Visit to Hashilus
114-0012 Kita Ku, Tabata Shinmachi, 1-20-5
www.hashilus.co.jp
+
15 min presentations of  the core UK team's 
work

Shadow after Shadow Experience, Kota Isobe
IIS-RCA Tokyo Design Lab
Japan, 〒153-8505 Tokyo, Meguro-ku, Komaba, 4 Chome－6－1 S棟 S-206 東京大学生産技術研究所
We will have a chance to experience Kota's VR work which he gave a verbal presentation about at the UK networking event. Further details 
are on the blog here: https://ukjapanvr.wordpress.com/2019/05/19/shadow-after-shadow-kota-isobe/
Robot Restaurant 
www.shinjuku-robot.com
Japan, 〒160-0021 
Tokyo, Shinjuku City, 
Kabukicho, 1 Chome−7
−7 新宿ロボットビル 
B2F

Tea Ceremony
Kota will lead us to a traditional tea ceremony which can then be compared to the digital one at teamLab 
Boarderless  on Friday.
Literature Review Structures
Shifting modes of play and their historical connection to 
narrative
Dylan Yamada-Rice
This looks at the relationship between narratives in digital games 
and their connection to modes and senses. The aim is show shifts 
in these connections across the history of interactive digital 
gaming. 
The pervasive rhetoric of empathy in adult 360 VR  and 
its apparent absence in children's VR
Eleanor Dare
Does children’s VR invoke the same rhetoric of immersivity and 
empathy as so many adult VR works do? How is location framed 
in claims for the empathetic potential of VR? The review 
examines Chris Milk’s famous assertion that VR is a kind of 
‘empathy machine', it will ask if McLuhan's theories about Hot 
and Cold media (1964) and the aesthetic form of children's VR 
are significant factors in its relationship to constructs of 
empathy
Approaches to participatory research with children in 
the context of media and technology 
John Potter
VR in Children’s Museum Education
Steve Love
Review of the literature from 2015 onwards concerning research 
methods used in projects related to VR for children’s museum 
and gallery experiences
 National Art Centre: 7 Chome-22-2 Roppongi, Minato City, Tokyo 106-8558, Japan
Mori Art Gallery
Japan, 〒106-6108 Tokyo, Minato City, Roppongi, 6 Chome−10−1 六本木ヒルズ森タワー53階
It's on the 52nd floor so at night you can see how big Tokyo really is. Exhibition: The Science behind PIXAR, Tokyo city view area. 
www.tokyocityview.com/pixar-himitsu-ten OR Shiota Chiharu: The Soul Trembles: https://www.mori.art.museum/en/exhibitions/
shiotachiharu/index.html

teamLab Borderless
135-0064 Koto shi, Aomi 1 chome-3-8/ www.boarderless.teamlab.art
teamLab Boarderless is a world of artworks without boundaries, created by the art collective teamLab. Art works move out of 
rooms and communicate with other art works. imfluence and sometimes inter mingle with one another.
Joyopolis Game Centre
Japan, 〒135-0091 Tokyo, Minato City, Osaiba, 1 Chome−6−1 3F～5F DECKS Tokyo Beach


